| hrough his games, 
| Nintendo’s Shigeru 
` Miyamoto has brought 
the world untold joy. 
The man’s genius as a 
video-game creator is 
unmatched. You can’t 
help but smile when you play any 
of the games that have benefited 
from his Midas-like touch. His 
last major project, Super Mario 
64, proved that Nintendo’s “Fun 
Machine” had the potential to 
do great things. Since then, “Dr. 
Miyamoto” has been working on his 
latest creation, the epic Legend of 
Zelda: Ocarina of Time. 
This is the fifth chapter in the 
Zelda saga, and it plays out 
more like a remake and combination of 
both the Super NES The Legend of Zelda: A 
Link to the Past and Game Boy The Legend of 
Zelda: Link’s Awakening titles. 
Even if you’ve mastered every 
previous Zelda adventure, don’t 
} expect this one to be a week- 
y y end project. Weighing in at 256 
megabits (or 32 megabytes), Ocarina of Time proves 
to be one of the largest undertakings we’ve ever 
attempted. Link’s world is massive, forcing you to 
physically walk from point A to point B. There is so 
much to explore in the land of Hyrule that you may 
never find everything on your own. 

This first portion of our multi-part strategy guide 
will help you up to the first Spiritual Crystal—the Kokiri Jade. 
Due to some Nintendo red tape, we can’t show you as much as 
we'd like, but we promise we’ll have some slick surprises for 
you in the next couple of months. Note that there is no “cor- 
rect” order in which to do things; we’ve simply outlined the 
sequence of events that worked best for us. Feel free to explore 
and change whatever you like! We’ve tried to offer helpful 
advice without spoiling all of the game’s surprises. 
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penege A The Legend of Zelda 


Released in 1986, The Legend of Zelda 
was our first taste of the immense 
world of 


Hyrule. Here 
iB we meta 
young boy 
named Link; his quest, to 
defeat the evil wizard Ganon and earn 
back the Triforce. Zelda was, indeed, 
the game to own. Not only was it an 
enormous game, but it was extremely 
fun. The thrill of finding a new area or 
item was more than enough to keep you 
glued to the controller. The game boasted 
an entirely different second quest with 
even more brain-busting puzzles and invisible 
doors. A prequel to the games that would fol- 
low, The Legend of Zelda gave a concrete story and 
cast of characters. To this day it remains as one of the 
best games ever released on the NES. 
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Zelda Il: The Adventure of Link 


A sequel to Zelda was inevitable. Christmas of 1989 made 
way, in limited quantities, for Zelda Il: The Adventure of L.—.-. 
Link. An alleged chip shortage brought the price of the game up and supplies down. It 
wasn’t a good time to be a Zelda lover. Tyrone was one of the lucky few to pick up the 
game at launch, but his game pak was defective and he had to wait for a replacement. 
Link, as the game came to be known, was very different. Link was much older than 
before. Travelling through Hyrule was still shown in an overhead perspective, but the 
viewpoint was better—Hyrule seemed like a different land, as well. Combat took place 


on a side-view horizontal playfield. You'd also have to physically run into a group of enemies to 
battle. Link earned experience and 


could become more powerful. Some 
would argue that Link is the worst game 
in the series...but that’s like saying that 
the 944 is the worst Porsche! You'd still 
gladly drive it. 


The Legend of Zelda: A Link to the Past 


The only game in the Zelda series to appear on 
m the Super NES put an interesting twist on the 
plot. A Link to the Past hit the street in 1992. 
The primary objective was still to defeat 
Ganon and save the land of Hyrule, yet no 
allusion is made to the previous games in the 
series. This time around, an evil wizard named 
Aghanim would attempt to bring back Ganon 
Dragmire to the land of Hyrule. By locating three pennants, Link 
would travel through time to find seven crystals hidden in labyrinths. Many of 
the items and weapons which debuted in A Link to the Past have been seen in 
Link's Awakening and Ocarina of Time, including the powerful Master Sword. The 
visuals in A Link to the Past were more polished with a hand-drawn look to 


them. The game was still definitely Ze/da, but the 16-bit graphic makeover 
was refreshing. 


didn’t stop this 4-Meg masterpiece from being as enjoyable as the rest of the Zelda 
series. After the defeat of Ganon, Link wished to increase his abilities as a hero. He saw 

infinite possibilities in an adventure on the ocean. During the voyage, Link's ship was 

torn apart by a heavy storm and he landed on an unknown island. A young girl named 

dize the lives of everyone on the island. Link’s Awakening resembled A Link to the Past, but it 
was a whole new quest with all new things to do and see. On the island of Koholint, we met Malon, Talon and 
the Owl, all of ay 7 z 
whom make X 


The Legend of Zelda: Link's Awakening 
Malon found him and—with the help of her father, Talon—nursed Link back to health. 
To get back to Hyrule, Link had to defeat the nightmares guarding the necessary instru- 

return appear- 

ances in Ocarina 


In 1993, the Game Boy received its own Zelda adventure. Four simple shades of green 
THE LEGEND OF 
ZELDA 
INK’S AWAKENING 
ments he needed to wake the great Wind Fish—a course of action which could jeopar- 
of Time. 


As you can imagine, it takes some time 
to get used to manipulating our hero in 
a three-dimensional world. Here’s a basic 
rundown of what you need to know. The 
following commands are used when Link is armed with a 
shield, sword or other weapon: Pressing the R button 
make Link hold his ground and pull his shield forward. 
Holding the R button will allow you to block for an extended 
period of time. If Link isn’t strong enough to hold up his shield, 
N he'll hunch over and use the shield to protect his backside. 4 
N This can be done whether in a battle or not. Pressing the Z 
Tb button will lock onto a nearby enemy, item or person; if 
\ there are multiple targets, pressing the Z button again will 
step through the targets, one at a time. Once a target has 
been acquired, Link can move around freely and will 
always face the chosen target. Link can use his shield 
during battle by pressing the R button; if you'd like 
to move around while holding your shield, 
press the Z button while holding R. This is 
a necessary technique if you plan to beat bad- 
dies such as Stalfos or other pesky Dragmire 
minions. 


The A but- text will change to “Grab.” If that same item can be 

ton works primarily as the action button. In targeting climbed, the A icon will read “Climb.” When multiple 

mode, the A button can be used to hop, backflip or actions can or must be performed on an item, the ana- 
attack. If you're walking forward with your sword log joystick will change the action. Walk up to a box 
equipped and you press the A button, Link will jump that can be moved or climbed upon; you'll notice the 
forward with a lunging slash. If you're walking left or A button icon switching. By pressing the stick Up or 
right during targeting mode and you press A, Link Down ever so slightly, the action will change back 
will make a quick jump to the side. Pressing the A ~ and forth between Climb and Grab. The only com- 
button while walking backwards will result in a back- 4 a mand which is automatically activated is Jump. 
flip. The flip is great when you want to avoid a projec- Walk over any platform and Link will jump over it 
tile or bat or to get out of an enemy's face. with ease. Originally Link had a manual jump, 
Outside of combat, the A button is used to move Y now you're stuck with the game’s intelligence 
objects, speak with townsfolk, scale walls, open doors, f jumping for you—which is not a bad thing when 
buy items and such. For example, if you're adjacent to W you see how many platforms are in the game. 

a box that you think can be moved, the A button icon f 


The game starts in 
Link's home in Kokiri 
Village. Before you 

_ start hacking and 

| slashing, you're 
going to need to 
find a sword and 
shield. Find Saria f 
and speak with her. / 
| After this conversa- 
tion, make your way to 
the elevated area to the 

left of Link's home. a 


Walk past the 
fence and bushes. There is a small hole which you 
must crawl through. Once inside, take the left, then 
| a right—watch out for the boulder rolling by. A 
large chest holds the Kokiri sword inside. Exit this 
area, equip the Kokiri Sword and begin slashing 
bushes and collecting rupees. Once you've earned 
40, enter the store to buy the shield. Turn left and 
speak with Mido 
=m (he’s the person 
| guarding the 
path.) If you 
have your shield 
and sword 
equipped, he'll 
let you pass. 


Speak with the Great Deku Tree at the end of the 
path. After he tells you of his curse, he will allow 
you to enter inside. Walk forward until you reach 
a vine on which to climb. At the top of this area, you'll find a 
large chest. Open it with the A button to get the Dungeon Map. Enter the door at the at 
end of the incline. The next room has a Deku Shrub; use your shield to repel its 
attack. Enter the next door; the chest on the other side of the room has a slingshot & ae 
for the taking. Face the door you entered and equip the Slingshot. Aim above the G 
A, door to knock the 
above ladder down. 
| Return to the cen- 
par tral area. Destroy 
any nearby 
Skulltulas and climb 
above the platform 
you're on. Find the 
next door and enter 
it. Step on a switch ffá 
found to the right 
of the door; it will temporarily raise three platforms. Use these to reach the other side 
of the room. Inside the treasure chest you'll find a Compass. Head back to the 
E- entrance of the room. You'll notice that one torch is lit, the other is not. Pull out a 
eal Deku Stick and fire it up, then head over to the unlit torch with your flaming Deku 
=a Stick to light it. This will get you out of the room. If you don’t have any spare Deku 
Ea Sticks, just kill the enemies in this room until they give you one. 
j am Jg Find a clear area 
= Wa 3 E | z z = @ where you can 


» 7 take a dive. Try 


Zi 


to stay centered; you're going to have to tear 
the webbing at the bottom to reach the lower 
level (B1). Stepping on the switch will light the 
torch in this room. Take another Deku Stick, 
light it and run over to the spider webs; the 

| webs will catch fire, letting you enter the fol- 
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lowing door. Enter the 
next area and defeat 
the enemy within. 
Open the door 
that follows by 
using your 
Slingshot on the 
switch. Jump into 
the water in the 
next room. You'll 
have to dive to 
Í hit a switch that 
lowers the water 
level. The water 
F level stays down or for a short period. Jump on the moving plat- 
form and use it to get Link to the other side of the room. Grab the box on this side 
of the room and push it. Climb the box to reach the next platform and reach the 
next door. Use a Deku Stick to light the torches and access the next door. When 
you see the two doors with webs, equip your Deku Stick and torch the webs. The 
small tunnel will take you back to the first room in B1—you'll be on the higher 
platform this time. See the block on this ledge? Push it off into the water. Step on 
the switch in this room to turn on the fire, then equip your Deku Stick and flame 
the web once again. This new path will drop you down to B2 . When you reach 
the room with three bush enemies you'll have to defeat them in a specific order. 
Kill the middle enemy first, the far right enemy second and the far left enemy first. 
When the last enemy runs around, walk about and use your sword to speak with 
it. (Interesting method of communication, wouldn't you say?) 
wm You'd better be ready for your first encounter with a boss: Queen Gohma is in the 
next room. Her Royal Highness isn’t difficult. You can’t target the queen while she hangs from the ceiling. Wait until 
she goes to ground level to target her and wait as long as possible before targeting. Navi might not acquire the tar- 
get if you attempt it too soon. When the Queen’s eye turns red, pop her with the Slingshot; she'll be vulnerable for a 
short period. Slash her as much as possible with your sword. She'll retreat after you pound her. When she hangs from 
the ceiling, the Queen will drop three eggs. The eggs only require one slash before they hatch. After they've hatched, 
the baby Ghomas take some doing to kill. Repeat this pattern to defeat Queen Gohma. The surrounding bushes yield 
hearts and Deku Nuts. A full Heart Container awaits the victor. Enter the blue light. The Deku Tree will give you the 
Kokiri Jade, the first spiritual crystal. It will explain more of your quest and passes away to that big forest in the sky. 
Kom Gs speaks with him and gives him the Fairy's Ocarina. Outside of the village is Hyrule Field; it’s 
relatively safe in daytime but you won't want to hang 
around after dark. It'll be a long journey, but cross the Hyrule 
Fields to arrive at Hyrule Castle. Enter the castle gates, pass the Market and stop at an 
area with a tree and a young girl. This is Malon, Talon’s daughter. She'll give the “fairy 
boy” a Weird Egg and she'd appreciate it if Link could find her father for her. Climb up 
the vine in this area and walk to the cemented overhang; then jump in the hole. Exit 4 a 
through the door. Cross the meadow in front of the Castle, making sure no guards see vas rs n Rik 
you. If you learned anything about stealth from Tenchu or Metal Gear Solid, now is the ~ SEE Atile "7 oa 
time to call upon those skills. If the royal guards see you, they'll throw you out and om 
you'll have to start your game of hide-and-seek all over again. Scale a brick-like rock 
formation near the castle—you’re almost there. 
Check for any nearby guards and dive into the 
moat. Swim to the other side and climb out of the 
water. Sporting a nifty Bowser tie, Talon sleeps 
peacefully. Use your Weird Egg (which should be a 
rooster by now). The Zacky Farms poultry will wake 
up our lethargic friend. See two boxes in this area? 
It’s time for more box-pushing fun! Push the first 
box off into the water. Push the second box next to 
the first box's 
new location; 
you can’t push 
the second box 
in the drink or 
onto the first 
box. Climb the 
second box and 
leap across into 
the small crevice. 
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Next on the agenda is Hyrule Castle. Walk out of Kokiri Village. Link’s good friend Saria 


What in tarnation? 


a 


The next couple of 

stages are an exer- 

cise in skill. Link 

must sneak past all 

the guards scouting the perimeter. Princess 
Zelda is at the end of the courtyard. Walk over 
and speak with the young princess. She will ask 
for the Kokiri Jade. Answer “Yes” to her 
request. Follow along with her conversation to 
learn more 
about a EA 
Hyrule, your x j 
quest and 
Ganondorf 
Dragmire. 
Zelda will 
give Link a 
Letter (you'll 
need this i 
later). Link can't get out of the courtyard without the help of Impa, Zelda’ s pesona watch. Some readers may remem- 
ber Impa from previous Zelda games. Impa will teach Link his first song, Zelda’s Lullaby. 


Return to Kokiri Village. Inside the village, make a hard left and scale the small mesas. Enter the 

large hollow tree trunk. This is the Lost Woods. One wrong turn in here will kick Link back out to 

Kokiri Village; each area in the Lost Woods is a 3- or 4-way split path. The following directions 

will lead you through each area. When you enter the Lost Woods, take the right path, take a left 
in the next area, take a right, then make a left, walk straight, then finally take a left. If you've followed the 
directions properly, you'll enter the Sacred 
Meadow. If for some odd reason you find your- 
self lost, walk forward into a door, but do not 
enter it; instead, walk very slowly. If the black- 
ness begins to fade and reveal more forest, then 
you can enter; if it stays pitch black, that’s a 
wrong path. Two Wolfos await Link’s arrival in 
the Sacred Meadow. They're basic; target one 
guard then attack. A couple of well-timed swipes 
and they'll be 
out cold. 
Follow the 
map to the 
other end of 
the Sacred 
Meadow. 
Saria will 
teach you her 
song. 


Follow along with Saria’s Song. 


e 
Gg Oy oO 


Make a pit stop in Lon 
Lon Ranch to pick up a 
couple of essentials. 
Lon Lon Ranch is locat- 
ed near the middle of Hyrule Field. Upon Ry 
entering Lon Lon Ranch (obviously named after as ~ 
TaLON and MaLON), enter the door to your left. That's one of 
Talon is sleeping with the chickens. He'll ask you K 
to play his game. Agree to do so; find his special 
chickens in the 
allotted time 
and he'll 
reward you 
with a bottle 
of cow milk. 
This peachy 
keen little 
item can be 
used twice to 4 à 
refill Link’s heart meter. It isn't automatically activated, so you'll have to designate a bacon and use it at your own dis- 
cretion. When the bottle is empty, you can return for more, find other dairy sources or use it to catch all sorts of things. 
After you've had your fun with Talon, enter the horse pasture. Equip the Ocarina and begin playing in front of Malon. 
She'll teach you Epona’s Song—you'll need this later. This song can be used to tame Link's future steed. 


From Lon Lon Ranch head to Hyrule Castle. Enter the Market and locate the Mask Shop. Speak 
with the manager; agree to borrow the mask. Take an immediate left after leaving the castle 
draw bridge. A small bridge will lead you close to Kakariko Village. Wait for nightfall before 
entering the village. Enter the Graveyard located in the back of town. Speak with the caretak- 
„ €r. For a small fee, he'll dig an area for you. It’s worth 
3 it to have him dig as much as possible because a Heart 
Container piece is hidden here. One tombstone holds 
something of interest. Grab every tombstone and 
move them, but watch out for the violent ghosts that 
escape. One of these stones will reveal a hole. Jump 
in; you're going to have to battle a zombie to earn 
your right to a large chest. Inside Link will find a large 
shield. He won't be able to fully utilize it just yet, but 
it'll be useful when he needs to scale Death Mountain. 
Exit the grave- 
yard and 
Kakariko Village. 
Let the day break. 
Enter the village 
again and mingle 
with the village 
people—YMCA! 
When you've had 
your fill of friend- 
liness, speak with 
the guard at the 
gate leading to 
Death Mountain 
Trailhead. Hand 
him the letter 
from Zelda and 
he'll let you pass. 


Walk up the trail past "Ep 
a blocked passage 
and beyond an area 
full of Tektites. You're on 
the right path if you hear a Cow mooing 
along the way. You should come to 
the entrance to the Goron 
Village. The bottom floor of 
the Village is where you 
want to be. A lone Goron 
stands near a door at 
ground level in Goron 
WA Village. He will tell 
WN you that Darunia is 
beyond this door. 
) To open the 
locked door, 
play Zelda's 
Lullaby. The 
door will 
\ open and 
King 
Goron 
will 
have 
an 
audi- 
ence 
with Link. 
=a King Darunia will be a bit skeptical of our short hero...but if you play him Saria’s 
Song you can watch him bust a groove. He really gets down! Having taken a liking to 
the little guy, King Goron will hand Link the Goron’s Bracelet. Link can lift Bomb Flowers now. 


N 
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Guess what? Our guide 
for this month has comé 
to-an end. We're going 
to let you stewein your 
own juices before we 
take you further into the 
captivating world of 
Hyrule. You won’t-run 
out of things to do and 
see in the next couple of 
weeks, so be prepared 


for the next installment 
our exclusive strategy 
guide. See you then! 
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The Legend of Zelda 


by Tyrone Rodriguez and Jason Wilson 


e’re back! We want- | 
ed to offer continu- 
ous coverage of this 
game throughout 
the holiday season, 
but Nintendo was not able to pro- 
vide us with a copy of the game 
until after our January issue deadline 
had passed. We've done our best to 
| give you the best possible coverage, 
though, even with this slight 
A Snag in our plan. Every heart 
container has been uncov- 
ered, so you can face Ganon 
4 with a full arsenal! 


OCARINA OF TIME” 


ri 
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Believe it or not, the Ocarina can play actual tunes. Link’s recorder only has a 
range of one-and-a-half octaves, so you'll have to be a master of transposition to 
get certain songs just right. Without boring or confusing you with music theory, we've listed a diagram 
that shows how to transcribe sheet music for the ocarina. We also transcribed The original Zelda theme 
that you can play on your own time. Playing the ocarina can make for a surprisingly fun “mini-game.” 
Find a nice, tranquil place and jam on with the Fairy Ocarina or Ocarina of Time. 

The R and Z buttons make notes sharp and flat, respectively. In other words, these buttons function 
to raise or lower a pitch by half a note. The analog joystick raises a pitch by a full note. If you're 
on D (C®) and press Down on the joystick (while continuing to hold C®) the note will transition 
from D to C. See the diagrams to grasp this concept more easily. When you see a command that 
consists of several button names with no spaces between them, it means you must play the two or 


three commands together. For example, the notation zAŅ% means that you must press the 
joystick Down in addition to the A and Z buttons. 


The Legend of Zelda title theme 
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C Swords 
i The following pieces of Kokiri Sword Master Sword Biggoron Sword 
wo equipment can be inter- (Young Link) (Adult Link) (Adult Link) 
changed at your leisure, but Our young The sacred Master Sword As an adult, Link can 
they cannot be equipped hero will find awaits Link in the Temple purchase a phony 
unless Link is qualified to use his first sidearm of Time. He'll need to have Biggoron Sword from 
them. That is, young Link in the out- all three Spiritual Stones a craftsman in Goron 
cannot wield the mighty skirts of as well as the Ocarina of City. The true Sword 
TORETE a Kokiri Village. Time to wield this pow- must be earned 
gg : This sword has erful weapon. through bartering. 
Sword, nor can the adult Link 


nig limited range. 
use the Kokiri Sword. 


Shields 
Deku Shield 
(Young Link) 
Crafted from Deku 
trees, this is the 
first form of 
protection Link 
will use. It can 
be purchased at 
a shop in Kokiri 
Village. It is not 
fire-resistant. 


Hylian Shield (Adult Link) 
The Hylian Shield will be the 
shield of choice 


chased at most 
shops or—even 
better—found in 
the Kakariko 
Village Graveyard. 
While the adult Link can fully 
appreciate the Hylian Shield, 
young Link can only hunch 
over and use it for cover. 


Mirror Shield 
(Adult Link) 
Link will uncover 
the Mirror Shield 
at the tail end of 
his quest. This 
i magical shield 
can reflect light, 
repel most any- 
thing and—best of 
all—matches his 
Goron tunic perfectly. 
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Tunics 


Kokiri Tunic 

Link can't trek through 
Hyrule in the buff. Both 
Young and Adult Link will 
sport the mean green tunic. 
The Kokiri 
Tunic has no 
added quali- 
ties—it just looks 
great with hiking 
boots. 


Goron Tunic (Adult Link) 
The Goron Tunic is perfect for 
those extra crispy areas. Link 


and fireproof. 
It can be pur- 
chased for a 
hefty sum, but 
Darunia’s son 
will give Link 
one as a gift. 


Zora Tunic (Adult Link) 
Link can't hold his breath for- 
ever—not even for Zelda. With 
the aid of the Zora Tunic, Link 
can breath while submerged. 

Besides the con- 
siderable ben- 
efit of under- 
water respira- 
tion, the Zora 
Tunic has no 
other purpose. 


Boots 
Kokiri Boots 
The Kokiri Boots come in 


two sizes, so 
Link never has to 
go barefoot. The 
preceding boots 
are used in isolat- 
ed situations. 


iron Boots (Adult Link) 
You've heard of Iron Masks— 
well, this is what you wear if 
you've got ugly feet. 
Actually, the Iron Boots’ 


quickly while 
wearing them. 
The Iron Boots 
are found in the 
Ice Cavern near 
Zora's Domain. 


Hover Boots (Adult Link) 
As the name suggest, these 
boots will allow Link to walk 
on air for a brief moment. 
Don't expect to do the moon- 

walk in these 


puppies; 
they’ve got no 
traction. The 
Hover Boots lie 
in wait at the 
Shadow Temple. 


Link will use these weapons to complete his quest. They can be assigned to the C buttons. Much 
like Link’s swords, shields and tunics, use of these items may be prohibited depending upon his 
age. Any item that cannot be used by Link at his current age will be darkened. Some items cannot 
be used in conjunction with certain others; for example, you cannot equip Din’s Fire to CW and 


Farore’s Wind to C®. 


Deku Stick (Young Link) 
Link can find the Deku 
Stick by defeating Deku 
Babas or by purchasing 
them in Hyrule stores. While 
Link can use the Deku Stick to 
strike enemies, its best use is to 
light torches. 


Bombs 
Make new paths and take 
out enemies with a bang. 
Link will find bombs 
throughout Hyrule only 
after he’s attained the Bomb 
Bag. Link will drop bombs when 
standing still. When in motion, 
Link will hurl bombs. 


Boomerang (Young Link) 
Who could forget what has 
‘Wa been proven in previous 
= games to be one of Link’s 
most valuable weapons? 


Deku Nut 


These are like Willow's 
é > Magic Acorns. Hitting 
PF esine enemies with them 


will freeze them in place. Not 
all enemies are affected by Deku 


Nuts. You can purchase Deku 
Nuts from Deku Shrubs or find 
them throughout Hyrule. 


Bombchu 
The mobile equivalent 


Skultula house or pur- 
chased in the Market. These 

handy-dandy go-everywhere 

items can crawl up walls. 


Fairy Ocarina (Young Link) 
Saria will give Link the Fairy 
Ocarina as he leaves 
KaKariko Village. The Fairy 
Ocarina is not as powerful 


of bombs. Bombchu can 
$ be earned in the Cursed 


Fairy Slingshot (Young Link) 
Inside the Great Deku 
Tree, Link will find the 
m Fð Fairy Slingshot. This 
long-range weapon will 
help him reach faraway switches 
and distance enemies. 


> = 


Magic Beans (Young Link) 
Ten locations in Hyrule 
have the properties neces- 
sary for Link to plant Magic 
Beans. Once Link becomes 
an adult, he can re-visit these 
areas to find magic beanstalks. 


Ocarina of Time 
Princess Zelda will drop 
the Ocarina of Time into 
the furrow of Hyrule 
Castle. Link will have to 


The following items are is 
automatically equipped as 
you find them. None of them 
can be unequipped. The age 
at which Link is affected by 
each item is shown in paren- 
theses where applicable. 


Deku Seed Bag (Young Link) 

Deku Seeds are used as ammuni- 
tion for the Fairy Slingshot. Link 
can find a larger bag in the Lost 


throughout : added weight will allow Link 

Link's quest. It igh : ep dia te ie i to sink to new depths in Lake Woods. 
CONS es Seerrey E Hylia. He can’t run or react as 

can be pur- It's heat-resistant y Bomb Bag 


The Bomb Bag holds bombs— 
what a surprise! You'll find the 
first of these in the Dondongo’s 
Cavern. 


Quiver (Adult Link) 

The quiver holds arrows that can 
be used for the Fairy Bow. 
Magical shots (Fire, Ice, Light) will 
deplete your total arrow count as 
well as normal shots. 


Goron’s Bracelet (Young Link) 
A gift from King Darunia, 


È Goron’s Bracelet will 
give Link enough 
strength to lift the Bomb 


Flowers littered throughout 
Hyrule. 


Silver Gauntlet (Adult Link) 


The Spirit Temple holds this 
prize. The Silver Gauntlets 
will give a a full-grown Link 
the added strength to 


move even larger objects. 


Gold Gauntlet (Adult Link) 


Harnessing even more 
power than the Silver 
Gauntlets, these magical 
gloves will give Link the 
power to lift the most 


immobile barriers. The Gold 
Gauntlets wait in a secret loca- 
tion in Ganon’s Castle. 


Silver Scale (Young and Adult Link) 


A prize for beating the 
Diving game in Zora's 
Domain. The Silver Scale 

gives Link six seconds of 


diving time. Hold the A button to 
dive until his time expires. 


Gold Scale 
Breaking the record for 
the largest fish ever 
caught in Lake Hylia will 
= earn Link the coveted 
Gold Scale. This item will give 
Link 12 seconds of dive time. 


Fairy Bow (Young Link) 


The Forest Temple will yield the 
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7 Fairy Bow. Without this weapon 
~{™ Link will not be able to com- 
plete his rigorous quest. The 
Fairy Bow can be upgraded by pick- 
ing up Fire, Ice and Light arrows. 
Magic arrows not only deplete Link’s 
arrow count, but his Magic as well. 


as the Ocarina of Time. dive in and pick up the Ocarina. 
This item will replace the Fairy 


Ocarina. 


The Boomerang is back and bet- 
ter than ever, thanks to the Z tar- 
geting system. The Boomerang 
can fetch hard-to-reach items. 
Look inside Lord Jabu-Jabu to get 
Link’s Boomerang. 


tendo G4 stratesv 


The Legend of Zelda 


Nayru’s Love (12 Magic Points) Bottles 
The last spell you'll locate is Link will find a total of four bottles 


< hidden near the Spirit in his quest. These glass bottles can 
Temple. The Great Fairy hold a myriad of things. Bugs, fish, 
Y will endow Link will ghosts, milk...Link will be able to 
Nayru’s Love. This spell cre- keep many things inside them. The 
ates a temporary barrier, ren- most useful of these are fairies. If 
dering Link invulnerable. He you equip a bottle with a fairy inside 


won't sustain damage from hits, just before losing your last heart, the 
but he will, unfortunately, take fairy will replenish Link’s heart 
the hit. meter after his demise. 


Heart Containers 

Link has three hearts at the outset of his journey. He can earn up to a 
total of 20 hearts. Link will earn one Heart Container for each Spiritual 
Stone he finds. Each Temple he conquers will earn him another for a 
total of 11 hearts. The remaining nine must be found in the form of 
Heart pieces. Four heart pieces form one Heart Container; that’s a total 
of 36 heart pieces. You won't be able to locate every piece right away. 
You might need an item of some sort to get some. Here’s a rundown: 


(Young Link) Moving some boxes in the far struc- 
ture of Lon Lon Ranch will reveal a small room. Inside 
Link will find a Heart piece. 

(Young Link) Enter Kakariko’s Graveyard at night. 
Have Dampé, the caretaker, dig each area until you 
find a heart piece. 

(Young Link) Locating the right dog in Hyrule 
Market (at night) and taking him to his owner will 
earn Link another Heart piece. 

(Young Link) Beating the Treasure Box game will 
get Link another Heart piece. The Lens of Truth makes 
this game much easier. 

(Young Link) Consecutive wins on Bombchu 
Bowling will force the girl at the counter to award 
Link with a Heart Piece. 

A ride from a friendly owl will land young Link on 
the rooftop of a Kakariko home. A secret passage 
will lead to a Heart Piece. As an adult, Link can use 
his Hookshot. 


(Young Link) After learning Saria’s song, a lone 
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Piece if he plays this tune on his Ocarina. 


(Young Link) Playing along with two Lost Woods 
inhabitants will relinquish another Heart Piece. It’s 
like “Simon Says.” 


(Young Link) Use the first Chicken you see in 
Zora’s River. Work your way up the river. Use this 
same chicken to earn Link yet another Heart Piece. 

(Young Link) Farther up the River Link will find 
another Heart Piece. Use another chicken to get to 
this Heart piece. 

(Young Link) Inside Zora’s Domain there are unlit 
torches. Lighting them will reveal a hidden chest. 
Inside Link can find a Heart Piece. 

(Young Link) Lighting the torches on the bottom 
for of Goron City will cause the large Goron vase to 
spin. Climb to the top floor and drop a Bomb inside 
to get a Heart Piece. 

(Young Link) Catch the largest fish possible in 
Lake Hylia and the attendant will give Link a well- 
earned Heart Piece. 

(Young Link) Grab a nearby chicken and jump to 
the right of the bridge in Gerudo Valley; Link will 
come across a small cove behind the towering water- 
fall. 


Hookshot (Adult Link) Megaton Hammer (Adult Link) Din’s Fire (6 Magic Points) 
Visiting Dampé’s grave as To defeat the evil drag- This magic spell envelops 
an adult, Link can earn the on, Volvagia, Link will 4 Link in a huge circle of fire. 
muy importante Hookshot. need the Megaton à It works wonders on point to the next. Using 
With this item, Link can Hammer. A chest in the undead enemies. This spell the Wind will create a 
attack from long distances. Fire Temple holds this valu- y is located in a Great Fairy’s 
Like the Boomerang, the able tool. The Hammer can suc- fountain near Hyrule Castle. 
Hookshot can stun some ene- ceed in activating rusted switches. You'll need bombs to break 
mies. The Hookshot will later be through the boulder blocking 
upgraded to the Longshot. the way. 


(Young Link) Grabbing the same chicken 
and jumping to the left, Link will see a plat- 
form with a crate. Make your way to the 
platform and break the crate to claim your 
prize. 

(Young Link) Link’s frog friends in 
Zora’s River will give him a Heart Piece for 
playing the Song of Storm. 

(Young Link) Link’s amphibian buddies 
will reward him with another Heart Piece 
after he’s learned and played all ten songs. 

Unearthing a Grave stone in Kakariko 
Graveyard will reveal a secret area. Inside, 
Link will have to play the Sun Song to get 
another Heart Piece. 

(Adult Link) The entrance to the 
Dodongo’s Cavern holds a Heart Piece 
above. You'll need to plant a Magic Bean as 
a child for a Magic stalk to help Link reach 
his goal. 

The entrance found in Hyrule Field to 
Lake Hylia holds a secret area with a Heart 
Piece for the taking. Use a Bomb to uncover 
the area. 


A tree north of Lon Lon Ranch is colored 
slightly differently than the surrounding 
trees. Bomb the base to reveal another hid- 
den area. 


(Adult Link) The first time through 
Dampeé’s grave, Link earns the Hookshot. 
Thereafter, if you can complete the race in 
60 seconds or less, Dampé will give Link a 
Heart Piece. 

(Adult Link) Upon exiting Dampé’s 
grave, Link will enter into the Windmill. A 
couple of jumps will lead Link to a Heart 
Piece. 


(Adult Link) There is a man on one of 
the roofs in Kakariko Village. Use the 
Hookshot or Longshot to reach him. He'll 
hand Link a Heart Piece. 


After finding 50 Gold Skulltulas, a child 
in the Skulltula house will give Link a Heart 
Piece. 


(Adult Link) If you planted a Magic 
Bean in the Kakariko Graveyard as a child, 
revisit it as an adult to find a Heart Piece in 
a crate. 

(Adult Link) A Magic Stalk near the 
entrance to the Fire Temple will lead Link to 
a Heart Piece. Of course, he'll need to plant 
the Magic Bean as a child. 

(Adult Link) In Death Mountain near the 
Fire Temple is a wall that can be climbed. 
Link will have to hop into a cove to reach a 
Heart Piece. 

(Adult Link) Beyond Zora’s Domain, 
near the Ice Cavern, a lone Heart piece sits 
on an iceberg. It’s Link’s for the taking. 

(Adult Link) Entering the Ice Cavern, 
Link will find many rooms. One has a Heart 
Piece captive in Magic Fire; use bottled Fire 
to release another Heart Piece. 

(Adult Link) Growing a Magic Bean near 
the laboratory as a child will permit adult 
Link to reach a Heart Piece high above the 
Lab. 


Farore’s Wind (6 Magic Points) 
Link can use Farore’s Wind 
as a warp to get from one 


warp point. Using it again 
will allow you to warp to the 
point you created or dispell the 
warp point. Find Farore’s Wind 
in a Great Fairy’s fountain near 
Zora's Domain. 


32. (Adult Link) By 
using the Iron Boots, 
adult Link can reach 
a Heart Piece at the 
bottom of Zora's 
Fountain. 

33. (Adult Link) 
Inside the Lab, Link 
can find one of the 
final Heart Pieces. 
You'll need the Gold 
Scale or Iron Boots. 


34. (Adult Link) 
When you've been 
captured in Gerudo 
Fortress, you'll have 
the opportunity to 
reach a chest with 
your Longshot. Inside 
is a Heart Piece. 

35. (Adult Link) After 
besting four Gerudo 
guards, Link will 
receive a member- 
ship card allowing 
him freedom to roam 
Gerudo fortress. 
With the help of 
Epona, you'll need to 
score over 1,000 in 
the archer game. It'll 
be tough since you'll 
be riding horseback. 
Afterwards, the 
Gerudo will give Link 
a Heart Piece. 

36. (Adult Link) Place 
a Magic Bean near 
the Spirit Temple. 
When Link becomes 
an adult, he'll be 
able to ride the 
Magic Stalk to the 
final Heart Piece. 
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Hyrule Market holds many oo aE. to visit—but none are as odd as the Mask ER 
Inside, Link can “borrow” a mask from the owner and sell it, then take his commission. 
The following events can be done relatively early on in your quest. Take the time to 
do so and you'll be awarded the Mask of Truth. 

The first mask Link will receive is the Keaton Mask. The guard in Kakariko Village 
blocking Death Mountain will purchase the Keaton mask from Link. Head back to the 
mask shop to pick up the Skull Mask. The skull kid you find in the Lost Woods will 
purchase the Skull Mask from you. He won't give you full price, but sell it anyway. 
Return again to the Mask Shop for the Spooky Mask. Link’s little friend in Kakariko 
Graveyard will gladly buy the mask, explaining that it will make him look like Dampé. 
After returning to the Mask Shop and giving the owner his cut, he'll give Link a pair 
of Rabbit ears. You'll have to look long and hard on the outskirts of Lon Lon Ranch. A 
man in a toga and sandals jogs in Hyrule Field daily. The only time you'll be able to 
speak with him is after sunset when he sits to rest. He'll bring Link’s Rupee count to 
its maximum for the Rabbit ears. When you see the Mask Shop owner again, he'll give 
Link the Mask of Truth. Equip and wear this mask before speaking to Gossip Stones to 
hear what they have to say. From this point on, Link can also borrow a Goron Mask, a 
Zora mask and a Gerudo Mask. 
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Hyrule have gone awry thanks to Ganondorf’ S evil mind. When Link has 
| become an adult, one of the first things he must do is free Epona. 
Here's hoping you learned Epona’s Song as a child. 
Exit the Temple of Time, bolt out of the market, 
| enter Hyrule Field and get to Lon Lon Ranch. 
Ingo is now the proprietor of Lon Lon 
Ranch. For a price, he'll allow you to ride 
one of his horses. Pay the sum and enter. 
Play Epona’s Song; she'll come to Link. 
| Ride her for a bit. Try jumping the obsta- 
—— cles set up throughout the course. When 

| you've trained enough, speak with Ingo. 
He will challenge you to a race. Accept 
ij} the challenge. It'll be tough to best him; 
| you're going to have to take the outside 
| line and beat him on the corners with 
speed. If you manage to beat him one time, 
he will bi the ante and place Epona as your 


ae 

prize. Once again, take the outside and 

| beat Ingo with Epona’s incredible speed. Besting Ingo twice will force him 

| to give Link the horse. You'll need to escape Lon Lon Ranch with Epona (he 
| won't let you out with your horse). A well-timed jump will send Link and 
Epona over the ranch gates. Now you can ride Epona through all of Hyrule 
Field and parts of Hyrule. If you ever lose your horse, play Epona’s Song 

| and she will return to Link. 
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When you enter Goron City as an Adult, you can purchase a 
Goron Sword from one of the Goron craftsmen brother. It'll 
run you 200 Rupees and break after repeated use. The real 
sword must be earned. Link will have to trade many items to 
earn the Biggoron Sword. If you don’t know the exact location 
of the next event, check the map on the sub-screen. An orange 
arrow will point to your next objective. Link won't be able to 
use teleportation to get from place to place when an item has 
a time limit. For instance, when Cojiro’s owner gives you a 
Mushroom, you'll have to physically take it to Kakariko 
Village. If you attempt to use a song to teleport, the timer will 
expire. Needless to say, Epona will be an important partner in 
gaining the Biggoron Sword. 

A woman in Kakariko Village will hand adult Link a Pocket 
Egg; it will eventually hatch. Use this egg on Talon after 
you've beaten Ingo at a race. Return to Kakariko Village and 
the same woman will give you Cojiro, her brother's special 
rooster. The woman’s brother is in the Lost Woods. Use Cojiro 
on him; he'll give you a Mushroom to take to the potion shop 
in Kakariko Village. The strange old woman will hand you the 
Odd Potion. Cojiro’s owner has split from Lost Woods only to 
be replaced by a small girl. Give her the potion and she'll give 
Link the Poacher’s Saw. 
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Now head over to Gerudo Valley. 
The bridge has been broken. Take 
a running leap with Epona 
and you'll clear the chasm. 
Speak with the man near 
the tent and give him the 
Poacher’s Saw. He will 
give you the Broken Goron Sword. A 
huge Goron sits atop Death Mountain. 
Hand him the Broken Sword. He won't be 
able to fix it, but he'll give you a prescrip- 

tion. You must take this to King Zora in Zora’s Domain. If you 
haven't freed King Zora from his magical fire, you'll need to 
enter the Ice Cavern to capture a blue flame. Use an empty 
bottle to get it. 

Now give King Zora the prescription; he will give you an Eyeball 
Frog. You must take this frog to the professor in Lake Hylia. The 
Prof will give Link the Eye Drops, but you'll have to take them 
up to the big Goron quickly. After his eyes have been relieved, 
he'll hand you a Claim Check. The Biggoron Sword won't be 
ready for three days. Use the Sun’s Song repeatedly if you 
would like to speed up the process. After three days, Link will 
be the proud owner of the Biggoron Sword! 


sy SS a ene 
This medicine doesn't have any 
preservatives in it. So it sost 

L test tome at this temperature. 


f | ae 4 -i r i 
sg Aada Swor 
val ot a Cis wait for) ord 
‘completed! 
he Cl 


DODONGO 1F 
CAVERN 
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Lizalfos 
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Baby Dodongos 


After receiving the Goron bracelet from the Goron King, proceed to 
your right after exiting Goron City and you will see a Goron guard- 
ing a bomb flower. Pick up the bomb and hurl it below to blow up 
the large rock that blocks the entrance to Dodongo’s cavern. Make 
your way down the mountain passageway—using your Hylian 
Shield to avoid the few scattered boulders that roll down the hill— 
then proceed to enter the cavern in what will be the first real chal- 
lenge that Link faces. The bridge directly in front of you has a stone 
pillar that rises from the lava. Wait for it to move to its highest 
point, then quickly move across the middle pillar, then again to the 
right. Wait for the stone pillar to rise about halfway out of the lava, 
then go forward quickly to jump onto it. When the pillar is as high 
as it’s going to go, move forward quickly again to reach the next 
platform. Quickly go to the stone pillar on the left, then continue to 
the next platform. Bypass the first stone door and pick up a bomb 
from the Bomb Flower. 

Continue along the platform and use the bomb to destroy the sec- 
ond stone door. You'll find the cavern map in a chest ahead. Return 
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to the platform with the oF Bridge 
Beamos. Hop across the stone 
pillar and on to the next area. 
Pick up a Bomb Flower and 
destroy the Beamos ahead. Use 
another Bomb Flower to blow a 
hole in the wall ahead of the 
Beamos. Enter the pathway and 
follow it until you come to a 
large door, defeating the baby 
Dodongos along the way. 
(Remember to stand away from 
the Dodongos after destroying 
them to avoid their explosions.) 
Grab one of the statues and place it on the blue 
switch to enable entrance into the large door. 
Upon entering, there will be two Lizalfos enemies 
blocking your path. Use the Z targeting system to 
destroy them swiftly, then enter the next door. Keep 
moving along the path until you appear in a large 
cavern with three Dodongos and another locked 
door. Take a Deku stick and use it to light the remain- 
ing torches in the room that have not been lit, then 
enter the unlocked door. This takes Link back into the 
main room of the dungeon. Stepping on the floor 
switch will unlock the door on the other side of the 
room; entering the stone door to the left will give 
you access to the Dungeon Map! The wall of stone 
has numerous Bomb Flowers surrounding it. Placing a 
bomb in the middle of the four Bomb Flowers on the 
left side will cause a chain reaction, then open a 
secret stairway to the second floor of the level. 
Go up the stairs and enter the door at the top of the 
room. Go to the other side of the pillar in the middle 
of the room, move the statue in front of the ladder 
and climb the ladder. Step on the floor switch to 
remove the bars from the door, then face the two 
4S r doors and enter the one on the right. Cross the 
Eo g 7 
bridge and enter the next room, carefully avoiding 
the spiked balls that are spread throughout. Proceed 
to grab the block below the ladder, then climb it to 
reach the ladder. Move forward quickly to land on 
the pillar, then grab the Compass from the treasure 
chest. 
From the top of the ladder, go forward to reach a pil- 
lar of fire. Use the slingshot to shoot the eye at the 
top of the screen. Cross over to enter another path, 
then enter the large door. Finish off the Lizalfos to 
remove the bars and enable the next door to be 
opened. If you have made it this far, your quest only 
becomes more difficult. Use the slingshot to hit the 
eye at the top of the fiery door to remove the first 
set of flames. Turn to your left and shoot the other 
one at the top of the other door, then proceed 
through the door that the flames subsided from. 
Entering the next room will reward you with a Bomb 
Bag from the treasure chest. Move to the doorway 
next to the chest where you received the Bomb Bag 
and step on the floor switch. Go to the right and 
walk toward the bridge. Make your way toward the 
edge of any of the holes in the bridge and hurl a 
bomb in each eye of the large skeleton Dodongo. 
This will open up the mouth of the Dodongo. Drop 
down on its head and enter its mouth. Proceed 
through the hallway, then climb up on a block with 
various symbols upon it. Continue climbing up the 
wall and enter the open doorway. A block can be 
pushed into the lower part of the room; follow it, 
then move it into the square hole in the middle of the 
room. Enter the door and place a bomb in the dark 
section of the room to create a crater in the floor. 
Dive in and prepare to battle with King Dodongo 
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Z-Target Dodongo when his mouth 
opens, then throw a bomb inside of 
him. He will appear to be stunned; 
now is your chance to slash him 
with your sword! After hitting him 
once with your sword, run away from the large Dragon King 
and turn two corners. He will spin past one corner but run 
into the second. Follow the same pattern three more times 
and you will be awarded with the Spiritual Stone of Fire. 


KING DODONGO 


INSIDE LORD JABU-JABU’S BELLY 


After using the fish to open up Lord Jabu-Jabu, use the slingshot to target the yellow 
switch on the ceiling to unlock the large red door at the end of the hallway. Walk along the 
left side of the wall and enter the next room, then fall into the first red hole on the right 
side. Talk to Princess Ruto a couple of times, then grab her and take her on your merry 
way! Enter the door directly behind you, following the passageway until you come to a 
room with a body of water and a white switch directly in the middle. Throw Ruto onto the 
ledge, then step on the white switch. The water will rise from the floor, allowing you to 
cross to the other side. 

Use your slingshot to hit the yellow switch on the ceiling in the next room to proceed. 
Jump on the spiked platform and enter the first door to your right upon reaching the top. 
Cross the room and enter the door. Proceed carefully while walking on the right side of the 
wall. Activate the white floor switch, then advance to the next door. Finish off the four 
Stingers in the room by using a swift fling attack with your sword. A treasure chest will 
appear and you will be given the Boomerang! Exit the room and veer towards the left side 
of the hallway until you come across a white switch. Place Ruto atop the switch, enter the 
room with the tentacle and slash it a few times with your sword. A treasure chest will 
appear afterwards containing the Dungeon Map! Exit the room and take the first left, 
destroying all the bubbles to earn the Compass which will appear in the treasure chest if 
you defeat them in less than 40 seconds. 

You now have taken apart one of the tentacles that was blocking 

the other rooms. Take the second left after passing through the 2F 
hallway from which you earned the Compass and destroy the 

Parasitic Tentacle. Pick up Princess Ruto once again and head 

down the long hallway. Drop below into the second hole from 

the left and enter the room near you upon landing. The Spiritual 

Stone is on the middle pillar. Throw Princess Ruto atop the pillar so she can grab it! Suddenly, the pillar 

will begin to move and the mini-boss octopus Bigocto will appear. Bigocto can be tricky if you are not 

careful. You can either sacrifice some of your life force to get a clear shot, or you can take your chances 

using the boomerang repeatedly until Bigocto’s butt is facing you! You will need to use your sword to 

hit the green spot on his behind. When Bigocto begins spinning, use your boomerang to freeze him; 

hopefully you will get a clear shot of the green mark on his “dupa”! If not, you will have to keep freez- 

ing him with the boomerang and hope for the best...or run directly into him to thwart him the other 

way. After defeating Bigocto, walk onto the platform in the middle of the room to be taken up. Enter the door and stun the red 
platforms with the Boomerang to make it to the next room. Walk to the platform 
that lowers you to the second level of the dungeon, grab one of the two boxes 
and jump on the blue floor switch, then drop the box on the switch to keep the 
door open. Grab the Gold Skulltula climbing the wall on the outside before you 
enter this room. Proceed into the room and climb the vines on the far right cor- 
ner—taking out the two Gold Skulltulas—then Z-target the gooey yellow switch 
at the top of ceiling and smash it with your boomerang. 
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Luckily, there are many flower pots in the dungeon that 
contain hearts for replenishing your life. Z-target the pods 
that are unleashing the Biris, then target Barinade’s body 
when they are finished. Stab him with your sword and 
repeat. If Barinade begins to rotate around the dungeon, 
target the pods and eliminate them, then target 
Barinade’s torso, stunning it with the boomerang, then 
slashing it with your sword. After defeating Barinade, you 
will will receive Zora’s Sapphire, the third and final 
Spiritual Stone. 


TO HYRULE CASTLE 


Return to Hyrule Castle after defeating the Barinade. 
Watch as the story continues. After you've rescued the 
Ocarina of Time from the drink, enter the Temple of 
Time and play the Song of Time. The Master Sword 
Chamber will open. Pick up the Master Sword to travel 
seven years into the future. The first sage, Rauru, will 
tell Link of what’s happened within the last seven years 
and give him his first Medallion. After exiting the 
Temple of Time, head for Kakariko Village. Enter the 
Graveyard. Dampé’s gravestone can be moved; it’s the 
one nearest to the Magic Stalk. Inside you'll race Dampé. E ea Pi CEE 

After the race, he'll give Link the Hookshot. Head for Er | Se aM SETS TE ee Wan 
Lon Lon Ranch to save Epona. After you've released Epona, travel to Kokiri Village. Enter the lost woods. Play Saria’s Song for the 
Kokiri blocking your path; he'll move once you've proven your worth. Inside the Sacred Meadow, Link will battle enormous 
Moblins. Use the Hookshot or bombs against these pests. At the end of the Meadow, Link will be greeted again by Sheik. 


FOREST TEMPLE courtyard 
1F 


Use the Hookshot and target the bottom of the branch of the tree. 
This will carry Link up to the ledge that’s too high to reach. Go 
through the opening to enter the Forest Temple. After using the 
Hookshot to reach the platform, enter the door ahead. Two Wolfos 
will impede your progress; deal with them. After these pests are done 
with, climb the vines. Hop from branch to branch to reach a small trea- 
sure chest with a key inside. Enter the Forest Temple. From the main 
hall, enter the door directly ahead of the temple entrance. Defeat two 
Stalfos to earn another key. Exit the Stalfos room and turn right. A 
block bearing the Temple of Time blocks your path. Play the Song of 
Time to make the block vanish. The courtyard is home to an Octorok, a 
Jabu Baba and some Skulltulas. Climb the vines on the right wall—but 
watch out for the skulltulas, they bite. Open the door inside the cove. 
Defeat the Bubble inside the room to gain the temple map. Enter the 
next door. You'll find yourself in the second courtyard. Work your 
ne yee way to the other balcony in this area. Step on the switch to lower the 
falling ceiling water level in the well. Hop into the well; at the end, a small chest 
holds another key. Climbing this end of the well leads you back to the 
first courtyard. Return to the main hall of the temple. Enter the door 
to the left of the Forest Temple entrance. Avoid the Bubble in the next 
room and head directly for the set of ladders. Yellow arrows on the 
floor mark the path where you must move a green colored block. Pull 
the block out 10 slides, face the only other side of the block and push 
it 12 paces, now walk through and around the hole where the block 
was and push the block 6 more paces until it slips into place. After you've placed the green block in its cove, you must repeat 
this puzzle with a red colored block. Climb a ladder behind the green block's original position and walk around until you spot 
the red block. Push this block 12 paces forward. Climb back down the ladder, head for the green block and use it to climb to a 
higher ledge. The red block should be directly to Link’s right. 
Pushing the block 10 paces forward will make it touch the wall. 
Complete the puzzle as we've illustrated. 
Swing around the right corner, climbing the ladder. Kill the two 
Bubbles and enter the locked door. Try not to hurl as you walk 
through the winding corridor! The room beyond the corridor hides 
Wall Masters. These little buggers will attempt to snatch Link from 
above, teleporting him outside the temple. Be quick—hop from the 
central platform to the next and unlock the door. Follow the stairs 
leading to the next door. Inside a cylindrical room, Link will need to ee eee 
kill three Stalfos...er, again. Destroying the first will cause a plat- 
form to descend from above. Defeating the two remaining Stalfos l 
will produce a treasure chest with the Fairy Bow inside. Now that 
you have the Fairy Bow, you can take out the ghost that’s hiding in 
the stairs of the previous room. Shoot an arrow into each painting Fire Arrow puzzie 
of the ghost, Joelle. Doing so will force her to show herself. Go 
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Key 


Block puzzle 
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downstairs to the room just before the Fairy Bow 

room. To defeat Joelle you must attack her when she 

is visible. Two or three hopping slashes with the 
Biggoron Sword will do her in. She will give Link a small key. 
Now return to the room with the silver eye-switch. Shoot an arrow at the sealed eye; the 
twist corridor will be straightened. Enter the room with the Wall Master, collect the Boss Key 
and jump in the hole. Defeat two Bubbles in the room and enter the next door. Defeat a 
Deku Baba in the courtyard. 
There are two doors after the Baba. Enter the one to the right. Defeat the Wall Master to 
earn a small key. Exit this room and use the door to the right to return to the silver eye- 
switch room. Shoot the switch again. The corridor is now twisty again. Enter the Fairy Bow 
room and proceed to the next room. This area looks almost identical to the area where you 
fought Joelle. Repeat the puzzle (shoot three pictures, then slash the ghost when she 
becomes visible) to defeat Joelle’s sister, Beth. She will leave Link with the temple Compass. 
Go up the two sets of stairs and enter the locked door. Climb up the ladder to the right in 
the M.C. Escher-inspired room (watch out for Wall Masters). Defeat two green Bubbles in the 
next corridor and enter the locked door. Jump on one of the rotating platforms. To unlock 
this switch, you will need to shoot an arrow through the fire and on to the frozen switch. 
Exit the room; the corridor will be twisted. Walk back to last room with the Wall Masters 
and jump into the hole in the floor. 
The next area is a long checkered corridor with a falling ceiling. You'll have to go from opening to opening as the ceiling falls. Watch 
out for the Skulltulas. Be sure to step on the yellow switch to open the door ahead. Fire an arrow into Amy’s painting to begin the 
next puzzle. Link will be given one minute to recreate the painting using the blocks which fall from above. When you've completed 
this puzzle, you'll have to fight Amy just like you did her sisters. Entering the next door will lead you to the main hall. Here Link will 
battle the last Poe, Meg. She won't be as easy as her sisters. Meg will split into four ghosts. Navi will be a big help here; she will find 
the real ghost. Meg spins around; use your Fairy Bow to nail her. Repeat this pattern five times. After you've given Meg her walking 
papers, an elevator will appear. Hop on. The next room is your last puzzle before the boss. Facing the boss chamber, push the large 
block to Link’s left counter-clockwise once. Step on the switch. Exit the room and push the block to your right one more time 
counter-clockwise; the block should be blocking the boss chamber before you move it. Step on the next switch. Now exit the switch 
room and push the block to Link’s right twice counter-clockwise. Step on the switch. The boss chamber should now be accessible. 


Evil Spirit from Beyond: 
Phantom Ganon 

Phantom Ganon is the first boss that 
may give you some trouble. Evi! Spirit trom Beyond 
Hopefully you had enough foresight fog at l 
to pick up the Biggoron Sword; it'll make your job a lot easier. | 
Phantom Ganon begins his attack by riding horseback out of 
the paintings in this circular room. One of the two horsemen is 
a mirage. You'll have to be quick and use your Fairy Bow to 
deal with this menace. After three shots from your Fairy Bow, 
Ganon will fight without his horse. The ghost will float around | : 
and fire magical bolts at Link. Repel the shots with your sword until you've made contact. When the phantom hunches over from his 
own magic, use the powerful hopping slash to hit him hard. Phantom Ganon will once again fly around. Repel his magical shot until it 
makes another successful hit. Quickly rush to Ganon and perform two consecutive hopping slashes. He should be done for. Collect the 
Heart Container and walk towards the light. 
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Skulltula: 
“tively easy 


Kokiri Forest 

® Behind the Know-It-All Brothers’ House. 
(Young Link, Night) 

® Behind the House of Twins. (Adult Link, Night) 

® Plant a bottle of bugs into a bean hole and spre 
Skulltula. (Young Link) 


Hyrule Field 


© Near the gate to Hyrule Castle. (Young & A 
@ A Skulltula is hidden in the circle of ston 
Gerudo Valley entrance. (Young & Adult) 


Hyrule Castle 

® A crate in the Guard House of the 
Skulltula. (Young Link) 

> Play the Song of Storms near th 
a grotto. (Young Link) 

® Uncover a Skulltula in a tree at 
(Young Link) 

Ə A Skulltula clings near an arc 
(Adult Link) 


Lon Lon Ranch 
The Skulltula dangles in a 
(Young Link) 

© A Skulltula lies behind the 

® Find a Skulltula on the no 
(Young Link, Night) 

© A Skulitula hangs from the 
Talon’s house (Young Link, Night 


Kakariko Village 
A Skulltula hangs in a tree near the village entrance. 
(Young Link, t) 
Behind the House of Skulltula, find an arachnid. 
(Young Link, Night) 

® At the building under construction, discover a Skullt 
hiding within. (Young Link, Night) 
Enter the graveyard at night to find a Skulltula, 


_, (Young Link, Night) 

® A Skulltula blocks the lookout tower ladder. 
(Young Link, Night) 

@ Check the roof of Impa's house. (Adult Link, Night) 


Lost Woods 

® A bean hole near the Skull releases a Gold Skulltula, 
(Young Link) 

® The bean sprout leads up to a magic platform, the perfect 
hideout for a Skulltula. (Adult Link, Night) 

® Another bean hole near the shortcut to Zora's Domain 
cultivates a Skulltula. (Young Link) 
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Death Mount: 


ithering the last of the falling rocks, discover a 
Skulltula waiting for you. (Adult Link, Night) 
OA bean jole in front of Dodongo’s Cavern looks 
i 50 plant bugs. (Young Link) 


City. (Young Link) 
® The central platform kasedih of a shadow to hide 
iitula beneath it. (Adult Link, Night) 


<a le Of a ladder has enough darkness to protect a 
la (Young:Link, Night) 
@ Sight a Skulltula swinging in the night breeze at the tree 
near the mouth of the river, (Young Link) 
e river, find a Skulltula. 
© A Skulltula sits across a wall before the entrance to Zora's 
Domain. (Adult Link, Night) » 


Zora's Domain 


® When the waterfall freezes, it leaves a Skulltula stranded 
high above the frozen paradise. (Adult Link, Night) 


Zora's Fountain 
® A tree in the'southeast corner of Zora’s Fountain holds 
Moter Gold Skulltula. (Young Link) 
ahs just to the right of the fallen log. 
ink, Night) ` 
in conceals a Skulltula. 


aside Dee pool. (Adult Link) 
ulitula waits for Link in the tree atop the Water Temple's 
unt. (Adult Link, Night) 


The telltale sound of the Skulitula can be heard along the 
outer wall of the graveyard. (Young Link, Night) 
® The bean hole works its miracle on the bottled bugs, produc- 
ing a Giant Skulltula, (Young Link) 


Sacred Forest Meadow 
To the east of the stairs is a Skulltula. (Adult Lini 


Death Mountain Crater 


Another bean hole near the crater spawns a Skulltula. 
(Young Link) 

© Hear a Skulltula in a crate just ins 
Death Mountain Crater. (Young 


ide the entrance to the 
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Gerudo Valley 


® The log bridge points to a Skulltula waiting against the 
dirt wall. (Young Link, Night) 

© The carpenters can hear a Skulltula every night. 
(Adult Link, Night) 

© Another Skulltula under the stone is there for the 
taking. (Adult Link, Night) 

® The bean hole releases another Skulltula. (Young Link) 


Gerudo Fortress 


® High above the eastern wall of the fortress you'll find 
another. (Adult Link, Night) 

© While riding on the Horseback Archery Range, strike the 
Skulltula behind the northern target pole. 
(Adult Link, Night) 


Haunted Wasteland 


® The stone structure where you discover the phantom 
guide holds a Skulltula. (Adult Link) 


Desert Colossus 


® A Skulltula hangs in the nearby palm trees. 
(Adult Link, Night) 

® The magic bean platform reveals the way to another 
Skulltula, (Adult Link, Night) 

@ Drop a few bugs in the bean hole and wait for the 

Skulltula to emerge. (Adult Link) 


After defeating the Forest 
Temple, head for Goron City. 

| The once playful underground 
| city is now a ghost town. Only 
a lone Goron rolls through its 
streets. Skillfully bomb his 
path; when you've blown him 
out of his ball, you can speak 
to him. He is the son of 
Darunia, Link's sworn brother. Darunia’s son shares the same 
name as Link. After a long conversation Darunia’s son will give 
Link the Goron Tunic. 

Make your way to Darunia’s chamber. See the large Goron 
totem? Walk up to it and pull it out into the center of the room. 
This will lead Link to the Fire Temple's 
entrance. Use the Hookshot to traverse the 
broken bridge. At the other side of the 
bridge Sheik will teach Link the Bolero of 
Fire. 

Inside the Fire Temple take the left door. 
This will 
lead you 
toan 
area with 
Darunia. 
He will explain the current situ- 
ation. A couple of jumps will 
get you to a trapped Goron. 
Speak with the Goron and grab 
the key—you'll need a lot of 
these in this dungeon. Return 
to the temple entrance and 
take the right door. Link will 
find himself on a large wooden 
bridge in a fiery room full of 
moving platforms and wander- 
ing Keese. Both the left and 
right sides hold keys for the 
taking. Free the Goron in the 
left room to get the first key. Use a bomb on the stone wall to 


earn the next key. 
4th Floor 


Return to the wood- 
en bridge and cross 
to the other side of 
the room to get to 
the next door. Use 
the inclined plank to 
get to the other side 
of the next room. 
Use arrows or the 
Hookshot on the Keese in this room. After all the enemies have 
been eliminated, you can climb the chain link fence. At the top 
you'll need to push a block on one of the pillars down to a hole 
on the ground floor. Once you've accomplished this, jump onto 
the large block. It will take you to a higher level in the temple. 
Enter the door. Inside the next room is yet another puzzle. Kill 
the two slugs in this area. A block next to a switch must be 

5 dropped to the ground floor 
then pulled out some more. 
Work your way up to the fire- 
wall that covers a chain link 
fence. From this elevated posi- 
tion you must toss a bomb 
down at the switch below. This 
will stop the firewall temporar- 
| ily, giving you enough time to 
scale the wall. The door at the 
top of this area will lead you 
to a circular area with rolling 
boulders straight out of 
Raiders of the Lost Ark. Explore 
this area to find two Gorons 
and two dungeon keys. Enter 
the locked door closest to the 
center of this area. After enter- 


‘DUNGEONS 


ing the next room, be careful not to fall into the next small room 
because it'll take you a couple of minutes just to get back. It 
resembles the piano room from The Goonies. (Does anyone even 
remember that movie?) Use the Fairy Bow on the silver eye 
switch to unlock the door to Link’s right. When the door 
becomes accessible, enter it to get the dungeon map. Return to 
the Goonies room and take the door to the right of the Map 
room. Beyond the door is a room full of boiling lava. As soon as 
Link sets foot on the walkway, a curtain of fire will pursue him. 


3rd Floor 


Get to the other side of this area and enter the door; ignore the 
locked door to your left for now. You'll find yourself in the area 
with the rolling boulders, but 
you'll be above them. Jump from 
platform to platform until you hit 
a switch that releases an impris- 
oned Goron. Return to the plat- 
form with the slug. Kill the slug, 
then use a Bomb on the cracked 
floor. This will lead you back to a 
lower level in the temple. Free 
the Goron and grab your key. 
Climb the fence and return to the 
circular room with the fiery cur- 
tain. At the center of this room is 
a locked door; you passed it 
when running away from the fire 
the first time. The other side of 
the door holds one of the most 
annoying areas in this dungeon. 
This is an area of the temple that has a huge maze composed of 
firewall. Walk carefully in this area. When Link walks too close 
to a firewall, the fire will rise and he won't be able to advance. 
Watch for random boulders! Find the door at the central struc- 
ture in this area and continue through. When you get to the 
other side, you'll need to flip a switch to extinguish the fire. Use 
a Bomb on the first door ahead of Link—it’s not a real door. 
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The Flare Dancer must be defeated in the next room. Stand on the platform—there isn’t much room 
on it—and use your Hookshot when the Flare Dancer stops to attack. Once you've knocked its fiery 
shield off, go in for some hits. Repeat this pattern to defeat the Flare Dance. Stand on the platform 
once it has been defeated. Another firewall will stop Link from climbing a fence. Do the same thing 
you did before to advance; use a well-placed hookshot or bomb to stop the fire and climb the fence. 
Beyond the door lies the Megaton Hammer. Step on the switch to stop the fire surrounding the 
Megaton Hammer chest. Now you'll have to hightail it to the chest before the fire starts up again. 
Once you've earned the Megaton Hammer, return to the switch. Use the Megaton Hammer on the 
block with a face on it. Once the block falls below, jump into the hole it left behind. Open the door 
and enter the next room. Use the Megaton Hammer on the small totem. This will cause a huge set 
of stairs open up. Grab a crate before you hop down the stairs. Use the crate on the blue switch 
down below. This will open the door ahead. Use the Megaton Hammer on the floor block with a 
face on it. Jump into this hole. Use the Hammer on the rusted switch ahead to open a door. Play the 
Song of Time to move the Block of Time. Jump over to the other side of this area and use the 
Megaton Hammer on the rusted switch to open the Goron cell. Grab the key and free the Goron. 
Exit the room and jump down the shaft. This will lead you to the area where you first met Darunia. 
Return to the main hall. Use the Megaton Hammer on the Totem blocking a doorway. Once the 
totem is out of the way, use a key to open the door. Kill all the enemies in the next room to 
advance. Block the flying floor tiles in the next room and kill the Like Like. In the room after this, Link will battle the Flare Dancer 
again. You can use the previous strategy to defeat it or use the Megaton Hammer to make its fiery shield disappear. After you've 
bested the evil Flare Dancer, you can enter the last portion of this temple. The corridor ahead holds the last Goron and Boss Key. 
Work your way over to the room where you met Darunia. Use the Boss key here. It’s time to battle Volvagia. 


ALO) A/e Pa To defeat the guardian of the breathe fire; lastly, it will scream, causing a rock slide. When- 
Subterranian Lava Dragon Fire Temple, you'll need the ever Volvagia pokes its head out of a hole, use the Megaton 
help of the Megaton Hammer. Hammer. Right after you've hit Volvagia, pull out your sword 
Volvagia will attack in multiple ways. First, it will creep out of and do a couple of hopping slashes. The evil dragon shouldn't 
the various holes in the platform you're on; second, it will give you much trouble. From here it’s on to the Ice Cavern. 


Upon exiting the Fire 
Temple, take Link to Zora’s 
Domain. Before you leave 
Death Mountain, you may 
want to search around. 
Two large boulders block a 
passage leading to a Great 
Fairy. The Megaton 
Hammer can destroy these 
boulders. The Fairy found 
ahead will give Link an 
added Magic Meter. When 
you arrive at Zora's 
Domain, you'll notice that 
everything has been 
frozen. Ganon has placed a 
spell, which you must 
undo. Even King Zora has 
been prepped for the 
frozen seafood section. 
Walk past the frozen king. 
Lord Jabu Jabu is gone. In 
his place are icebergs and 
Octoroks. Enter the cavern 
to your left. It'll take good 
jumping skills, but this cav- 
ern hides the Iron Boots. 
Continue through the Ice Cavern until you meet up with four Freezards. Destroys these menaces to open up the next part of the cav- 
ern. Collect all the silver rupees in the next room to open the door above. Be extra careful when you are near the spinning ice blades. 
Get one of your bottles ready for the next area. Climb onto one of the platforms. Collect any hearts you may need. Once you're set 
on health go for the blue flame. Use the bottle to capture the blue flame. This will have to be repeated many times. The blur flame 
is used to thaw the red ice throughout the Ice Cavern. The frozen chest beyond the blue flame holds the cavern map. Be sure to 
pick this useful item up then reload on blue flames. Return to the previous room and use the blue flame on the wall to Link’s left 
(the east wall); this will open another passage. Here you'll find a heart piece and the cavern compass. Reload on blue flame after 
getting the compass and heart piece. Go back to the room with the ice blades. Directly across from the room you just exited is a 


wall which you can unfreeze 
with your blue flame. Beyond is 
another puzzle. The ice block 
must be pushed around so Link 
can acquire each of the silver 
rupees. The door above will 
open, now you can move the 
block to near the door and 
enter the next area. 
Use the blue flame on the red 
icebergs blocking your way. 
Beyond the door is a White 
Wolfos. He's very particular to 
temperature. Equip Din’s Fire 
and fry this puppy. Two shots 
from the magical fire will do it. 
Nice and easy, wouldn't you 
say? Upon defeating the cold 
canine a chest will appear. 
Inside are the Iron Boots. As 
soon as Link opens the chest 
and receives the Iron Boots 
Sheik will materialize. He will 
teach Link the Serenade of 
Water. Use this song to warp to 
Lake Hylia. Behind the chest is a 
small hole full of water use the 
Iron Boots to sink to the door below. This path will take you 
back to the entrance to the Ice Cavern. Before heading over to 
Lake Hylia you must return to the frozen King Zora. Be sure to 
have a blue flame in a bottle. When you return to Zora’s Domain 
use the blue flame on the king. He'll thaw and give Link the 
Zora Tunic. 
Equip the blue outfit and warp 
to Lake Hylia. Jump into the 
drink. Use the Hookshot on the 
Green switch above the temple 
entrance. This will open the 
door. For future reference, the 
Hookshot is the only weapon 
that can be used underwater. 
Inside the temple you'll want to 
sink to the lowest depths possi- 
ble. Enter the door with two 
unlit torches (it'll be to the right 
of the temple entrance). At the 
end of the corridor Link will 
encounter Princess Ruto. Link's 
bride-to-be will give Link the 
411 on the Water Temple. After 
she splits remove the Iron 
Boots. Link will float up to 
another level in the temple. 
Enter the in this room. Defeat 
the four Spikes in the next room 
with your Hookshot then collect 
the temple map and return to 
the room with the Triforce 
emblem. Play Zelda's Lullaby in 
front of the emblem. Doing this causes the water level in the 
temple to change. Jump into the hole, down below you'll need 
to light two torches using your arrows in conjunction with an 
already lit torch (if you don’t feel like using arrows then use one 
shot of Din’s Fire). Once the door has been opened by the torch 
you lit you can enter, kill all the Shell Blades (use the Hookshot) 
and get a dungeon key. Go back to the main hall and locate the 
doorway directly across from the hall you just exited. There 
should be a gray block in the way. Push the block as far as you 
can. Now use the Iron Boots to sink into the water-you should 
a be on the block. Once you get 
pe -A to the end of the watery pas- 
sage equip the standard boots 
$ to float up. When you get out 
of the water you must flip the 
switch to cause a flow of water 
to rise. Run through the water 
at full speed to use it as a plat- 


form. The next room has a powerful whirlpool that can take you 
by surprise if you're not ready for it. Use the flow of the water 


Z Econo 


to swing Link over to the under- 
water structure that looks like 
piping. From here you can hop 
into the doorway and use the 
Hookshot on the statue’s mouth 
to open the gate temporarily. 
Kill the enemies behind the gate 
with your Hookshot. Find the 
chest and get the dungeon key 
inside. Exit the whirlpool room 
returning to the main hall of 
the Water Temple. Enter the 
locked door. Hookshot to the 
upper platform. When you find 
the Triforce emblem play 
Zelda’s Lullaby. This will change 
the water level anew. Equip the 


spike. ‘Under the floating block is a hole that you can use to sink 
even further. When you find a room with a crystal switch get 
ready for some more obnoxious enemies. Hitting the switch will 
cause some crustaceans to fall from above. Take care of the 
trash with your trusty Hookshot. The gate to right will open 
after all enemies here have been destroyed. Go through the 
gate and find the dungeon key inside. Return to the last area 
where you played Zelda's Lullaby after getting this key. Get to 
the ledge across from the floating block and exit. The water 
level outside is higher than it was before. Use the Iron boots to 
sink down below. Go through the doorway with a torch on each 
side (it'll be to the right of the exit). This area looks familiar, 
doesn't it? Float up to the room with the cracked wall. Use some 
Goron Crop (a Bomb) to breach this wall. Go get your prize, a 
dungeon key. Go back o the main hall. On the second floor is a 
hallway with two pots in front. Enter through there. Use the 
Hookshot to get to the top area. Flip the switch in this room to 
stop the geyser. You'll have a limited amount of time to get the 
chest. Once you reach the chest, pick up the Compass. Drop 
through the hole in the middle of the floor (be carefully of the 
spikes directly below). Follow the hallway back to the main 
chamber. Hookshot across to the center of the room, and locate 
the locked door on the opposite side of the chamber. Hookshot 
over to the door and enter. Kill the enemy within and flip the 
switch so the water flow will allow you to get to the next part 
of the temple. When you come to the Triforce emblem play 
Zelda’s Lullaby. This will change the water level again. Dive into 
the main hall and swim to your left. Open the locked door. The 
waterfall ahead is quite a chore to climb. You need to use the 
Hookshot to reach each consecutive moving platform. Enter the 
locked door. Flip the pink switch with your Hookshot-this will 
raise the water level. Hookshot across the room. Lower the 
water (by hitting the switch) and Hookshot to the other plat- 
form. Hit the switch again and Hookshot to the grapple hook- 
shot plate on the last statue’s neck. Lower the water and climb 
then statue and raise it again so Link can reach the ledge above. 
Kill the enemies blocking the door then it's time for the sub- 
boss-Evil Link. Using the Goron Sword makes fighting you're the 
evil side of Link a breeze. He 
has as many hearts as you do, See “ 
but the Biggoron Sword give 

you a huge edge (no pun 
intended). Use primarily hori- 
zontal slashes. If you keep it up 
dark Link should be no match. 
The illusion will disappear after 
he has been destroyed. The fol- 
lowing room has the Longshot. 
A block behind the chest will 
move if you play the Song of 
Time. Drop down the hole. 
Swim through the currents until 
you find a platform with some 
pots on it. Swim to the platform 
and collect the power-ups inside 
the pots. From here swim to the 


other platform and use an 

| arrow on the gold switch. This 
| will open the gate to the left. 
Inside you'll find a key and a 
way back to the main hall. 
Return to the main entrance 
chamber and enter the room 
where you originally met up 
with Princess Ruto. Swim to 
the Triforce and lower the 
water level. Enter the central 
structure in the main hall. 
Raise the water level like you 
did before. Exit the tower; look 
for a doorway with an eye 
switch directly below it. Use an 
arrow on the eye to open the 
gate then use the LongShot to 
get across. As you walk down the hallway you should come 
across a block inside the wall. Pull it out as far as you can. 
When you can pull it no further exit through the only way pos- 
sible. Longshot to the central structure and find the entrance 
with the eye switch. Repeat the procedure to get inside again. 
When you enter the same hallway you'll notice that the block is 
now in Link’s way. Push it in as far as possible. With the block 
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out of the way you can get another dungeon key. Return to the 
main area and dive down to the second tier. Enter the door that 
has a red floating block in front of it. In the next room you'll 
have to flip the switch to allow the water flow to raise Link to 
the next level. Once you get back to the main area play Zelda’s 
Lullaby to raise the water to level to its maximum. Equip the 
Iron Boots and sink to the lowest part of the temple. Enter the 
doorway opposite the temple entrance. At the end of the sub- 
merged hallway use the Longshot to get out of the water. 
Enter the door ahead of you and cross the watery channel with 
Blue Tektites. Kill all the Stingers that follow before diving into 
the room below. Now jump down below and bomb the cracked 
wall. When you come to a block in your path push it as far as 
you can. You must push this block onto a switch that lies under- 
water. Once the block has depressed the switch the water level 
in this room will rise allowing access to the door above. The 
door will take you to a room with two Blue Tektites, three gey- 
sers and a yellow switch. Step on the switch and jump from 
geyser to geyser to get to the other side. When you see a 
waterfall with boulders fall from above, equip the Iron Boots 
and sink to the right. You will find a locked door at the end of 
a series of corridors. Unlock the door to find the Boss Key inside 
a large chest. Return to the main area and Longshot to a stone 
statue. Enter the door behind the statue. Climb the incline and 
enter the Boss Chamber. 


WV (@) 23S TEO VAN Hop onto one of the four platforms in this room to begin the battle with Morpha. It's best 
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to battle this boss on the sidelines. It's more difficult to keep track of it when it can attack 
Link from all angles. Choose a corner and hang out there. Morpha will attack by creating 


arm-like extensions made of water. These extensions can really rock Link's world. Wait until it attacks then go for the nucleus 
with your Longshot. When you've extracted the nucleus use your sword to slash away. After a couple of slices the nucleus will 
return to the water. Repeat this simple pattern to beat the Water Temple boss. 


Sch ee 


¥ 
= Ree 


E 


Return to the past by 
entering the Temple of 

| Time. Go to Kakariko 
Village well and enter the 
windmill. Play the Song 
of Storm inside. This will 
cause the water in the to 
lower. Jump into the well. 
Continue down a long 
hallway until you come to the main hall. Note that the 
walls in the well are sometimes not what they seem to be. 
Rooms with invisible walls to Link's left and right both 
hold keys. Pick up the key to the right then the one to the 
left. Near the left key is an invisible wall that holds the 
dungeon compass. After picking up the compass head to 
the back portion of the well. When you come upon the 
Triforce 
logo play 
Zelda's 
Lullaby. The 
remainder 
of the 
water in the 
well will 
subside. 
Return to 
the main 
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area just before the two keys. A small pool like area no longer has water. Hop inside 
to find a small hole that Link can use to go through. Dead Hand is at the other end 
of this tunnel. To defeat this mid boss you'll need to attract its attention by drawing 
Link close to one of its protruding arms. When it gets in range slash away. Repeat 
until it has been eliminated. Your reward is the Lens of Truth. You can now warp to 
the Temple of Time or continue to explore the well. 
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Adult 
Link’s skills 
and talent 
will be 
necessary 
to conquer 


- Temple. 
Once you've gone to the Temple of Time 
ita and changed into the older wiser Link 
oath | warp to the Shadow Temple entrance. 

J When you arrive at the locked entrance 
| equip Din’s Fire. One blast from the central pedestal will ignite the torches. And in case you're won- 
dering, it is possible to light them one by one. Have the Lens of Truth at the ready as you walk 
through the temple. It will show Link things he won't normally be able to spot. When you get to a 
room with some skull posts and a bird-like statue use the Lens of Truth to find the hidden door. 
Enter the door and trek forth. After the hallway Link can find the dungeon map in a room to the 
right. Exit the map room and head right again. The room at the end of this area holds the Hover 
Boots. 
You'll need 
to defeat 
Dead Hand 
again. Use 
the same 
strategy as 
you did 
before. It 
might be 
more diffi- 
cult this 
time 
around 
because of 
the added 
hands. 
Return to 
the room 
with the 
skull posts. 
Equipping 
the Lens of Truth you'll notice that only one of the skulls is real. 
Make the bird face this skull. With that out of the way equip the 
Hover Boots and bolt across the chasm. You'll make it. When you 
come to the end of a long hallway use a Bomb on the Beamos in 
the circular room. Take a right from the hallway to enter a room 
where you'll find the compass. Go directly across from the compass 
room to a room with two spinning reapers. Collect all the silver 
rupees to open a door giving you access to another Key. Exit this 
room. Use a bomb on the wall to the left of this room to open a door. Work your way down this 
hall ridden with obnoxious skulltulas. Cross the next area by jumping from platform to platform, 
but watch out for the guillotines. The battle with the lone Stalfos should be easy. When the trash 
has been taken out. Jump onto the vertically moving platform. Wait until it has come to a full stop 
down below before jumping. Jump onto the next platform from here. Walk towards the Beamos 
and spinning traps. Collect all the silver rupees to advance. Use the Lens of Truth in the room 
ahead to find the hidden block. Pull the block through the two descending traps. Link won't get 
smashed by two the two traps if he uses this block. When you've crossed hop onto the block to 
find a switch. Step on the switch to reveal a chest. Longshot over to the chest to find a key. Return 
to the previous area. When you come to the last platform you were on use the Lens of Truth. Now 
you can see two invisible platforms. Pick up all the silver rupes here with the help of the Longshot. 
The room to the left holds another dungeon key. Toss a Bomb into the spinning statue’s head to 
get to the key. Use the Longshot on a target on the ceiling to reach the locked door. Do your best 
as you walk down the hallway with fans. Make your way to the last fan when you reach a room 
with a long walkway and three fans. Use this last fan in conjunction with the Hover Boots and Lens 
of Truth. Kill all the enemies in the following room; now use a bomb on the junk pile in one of the 
corners. Use the Lens of Truth to see the invisible chest. Exit this room. In the large area with a 
barge Link must pull the block so he can use it to reach a ladder. Jump on the boat and play Zelda’s 
Lullaby while standing on the Triforce logo. This will set the boat in motion. Quickly egress from 
the vessel as it begins to sink. Enter the only door available. Equip the Lens of Truth to make your way through a confusing maze 
full of Wall Masters. The room to the left of the entrance holds a key. The room to the right has the Boss Key. When you enter the 
room with the Boss Key use Din’s Fire to burn the trap sandwiching Link. Go back to where the boat sank. Can you see the large 
statue with Bomb Flowers at the base? Use a well-placed arrow to cause a chain reaction. When the statue has fallen you can use it 
to cross the large empty river. Use the Lens of Truth yet again as you attempt to cross this room with invisible platforms. Jump into 
the small hole in the next room. 
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10N & 0p: ONAE ts best to use both the Hover Boots and Lens of Truth for this battle. The Hover Boots will 
es ence lessen the bounce of the tarp and the Lens of Truth will give Link sight of the huge drum-n-bass 
boss. Target each of the Bongo’s hands and strike them with an arrow. While his hands are 
recovering aim for his single eye. When you've nailed it with an arrow quickly rush in and slash the tar out of his with your 


Biggoron Sword. As with the previous bosses, repeat this pattern to do him in. He has no other extraordinary patterns. 


The Gerudo Ti ing ground will 
be a pain in the butt to beat. Training Ground 
Besides sneaking passed the $ 
perimeter security Link must also 
free four Hylian carpenters. Be 
extra careful when walking 
around the Gerudo Training. The 
female guards are quick to throw 
Link into a cell. When you 
encounter a purple guard, pull 
out an arrow and strike your tar- 
get. Red guards hide keys to cell. 
These pesky enemies will send 
enemies back to the pokey if Link 
gets knocked down. Deku Nuts 
will freeze these opponents if they 
don’t block. Use this opportunity 
to slash the female Gerudo. They 
tend to bounce around a lot. After 
you've defeated each one they 
will leave a key. When the last 
guard has been defeated she'll 

| give Link the Gerudo Pass-Link will 
have a honorary membership to 
the fortress—this includes the 
obstacle course that has the Ice Arrow. This pass will give Link access to multiple including the 
Haunted Wasteland. Speak with the guard at the top gate and have her open the gate for Link. 


Link will need the Hover Boots and the Lens of Truth to cross the 
sandstorm. The Hover Boots will get you passed the first prob- 
lem, a river of quicksand. After the river follow the flag 

Markers, use the Longshot to hook from post to post if necessary. 
When you find a circular formation of posts walk inside. There 
you'll spot what looks like a shrine of some sort. Equip the Lens 
of Truth to spot your spooky guide. This friendly ghost will show 
Link the way to the Desert Colossus. 


Enter the temple. As an adult you'll find no possible way of continuing forth. After exiting the 
temple Sheik will teach Link the Requiem of Spirit. This handy tune can warp Link near the Spirit 
Temple. Warp to the Temple of Time and return to the past. Now as young Link warp to the Spirit 
Temple. Enter the temple. Link will meet Nabooru. This headstrong Gerudo despises Ganondorf as 
much as Link does. Help her out and she'll move out of the way. Now you can explore the temple- 

as much as a young Link can. Destroy all the enemies in this room to unlock the doors. Take the | 
one to the left. Defeat the Stalfos waiting for Link after the door. When you're out of danger use 

the Boomerang to flip a yellow switch. The large chain link fence 
will fall over, you can walk across it. When you confront Anubis 
you can use the switch in the room to trigger a ring of fire or you can burn Anubis with more ease 
by using Din’s Fire. Enter the next room when you've defeated this enemy. Collect all the silver 
rupees to cause the chainlink fence to fall. Cross it and light both unlit torches. A chest will fall 
from above. This one has a dungeon key. Exit back to the room where you started and enter the 
center door. When you reach the second floor you'll need to give the sun on the floor some sun- 
light. Destroy the enemies in this room before solving the puzzle. The switch in this room will 
reveal a chest with a Bombchu inside. Use a Bombchu on the loose rock. When the rock has fallen 
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sunlight will shine and the door 
will open. The Armos in the room 
with the large Gerudo statue must 
be pushed off the ledge and onto 
I| a switch on the ground floor. If 
you want to earn the dungeon 
you must light both unlit torches. 
Do this by using a lit Deku Stick or 
Din’s Fire. Go up to the third floor 
and enter the next room. This one 
is a handful. You won't run out of 
things to do in here. First, destroy 
all the Beamos; this will make 
Link's job a lot easier. Now, pull 
the sun block into the sunlight. 
Next collect all the rupees in the 
room to ignite one of the torches. 
Use a Deku Stick to light each con- 
secutive torch. When all the torch- 
es have been lit a chest will fall 
from above. This chest has anoth- 
er dungeon key. Link will battle 
an Iron Knuckle in the room with 
the high pillars. To beat this tough 
to kill enemy slash after it has 
missed a chop. The hoping slash 
works best if you can get the tim- 
ing down. Outside the Spirit Temple Link will find the Silver 
Gauntlet and spot Nabooru being captured by Twinrova. 

Teleport back to the Temple of Time and go back to the future 
(sans the DeLorean). If you thought the temple was large before 
wait until you explore it in its entirety. Warp back to the Spirit 


Ist Floor 


Temple. Now that you have the Silver Gauntlet Link can move the large block to the right. Push it until it falls into place. Destroy 


the Beamos in this same room to advance to the next. Take the left door at the fork. Kill the Wolfos before you do anything in this 


the Like Like in the next room before picking up the key. 
Return yet again to the area with the Beamos. This time take 
the middle route. Watch out for the Like Like as you walk 
down the corridor. Climb your 
way up to the second floor. 
Push the Cobra Mirror until 
you find the real sun. When 

| you have the next door will 
unlock. If you get too greedy 
with the chest in this room 
you'll regret it. After the Cobra 
Mirror room Link will be in the 
a room where he originally 
found the dungeon map. 
Longshot over to the rusted 
switch on the far back portion 
of the room. The Megaton 
Hammer works great on this 


open. Use the Hover Boots to 
scurry over to the statue’s left 
hand ( it has the Triforce 
emblem on the palm). Play Zelda’s Lullaby to make a chest fall 
into the statue’s right hand. Longshot over and collect your 


Push two consecutive blocks into their holes. Once again, slam 
the rusted switch with the Megaton Hammer. Go back to the 
statute room and enter the locked door on the third floor, take 


switch. The central door is now 


prize, another key. Enter the room you opened with the switch. 


room. After the doggy is dead play 
Zelda's Lullaby while standing on 
the Triforce logo. You'll see a chest 
appear. Use the Longshot to swing 
over to the chest. You now have 
the compass. Exit to the previous 
room with the Beamos. Enter the 
right door. You should be a room 
with three moving boulders and =~] 
some silver rupees. Pick up all the rupees to unlock the door. Kill 
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the stairs. Use Fire Arrows on the 
three Egyptian enemies in the room Ist Floor 
with the various holes. The preceding 
puzzle is a pain. Link must lure an 
Armos onto the blue switch. This will 
open the locked door. But if the 
Armos steps off the switch the door 
will close again. Be patient and it'll 
happen. Follow the corridor until you 
] reach an Iron Knuckle. Defeat it just 
like you did when you were a child. It 
| should be much much easier since you 
can use the might Biggoron Sword. 
Beyond the Iron Knuckle room lies the 
Mirror Shield. Now Link’s attire is 
| complete. He can fight style with the 
| Biggoron Sword, Goron Tunic and 
4 Mirror Shield. All super heroes have 
to color Baad Link’s no different. Going back to the room with 
the Armos’ Link will have to use his new shield to reflect the incoming 
sunlight onto the sun on the wall. With that done he can enter the 
room with the key inside. Return to the Anubis room and use the key 
on the locked door. Destroy all the enemies within this room and care- 
fully climb the moving wall. It'll take some timing on your part but a 
couple of tries and you'll be up. Walk forward until you see the 
Triforce emblem. Play Zelda’s Lullaby. Enter the door ahead of you. Kill 
all the slugs and destroy all the false doors before solving this puzzle. 
Hit the yellow eye switch with an arrow then use the Longshot to 


2nd Floor 


3rd Floor 


swing 
up to 
the 
plat- 
forms 
above, 
step on 
the 
switch 
and 
pick up 
the Boss 
Key. 
Exit the 
room 
and head to the right. Watch out for flying pots as you enter this room. 
Use a swing from your sword to flip the switch behind the bars. This will 
unlock the door ahead of you. The only way to get the sun down to the 
main room in this area is to rotate two Cobra Mirrors. The first is easily 
accessible. The second can only be reached by blowing a hole in the wall. 
Once both mirrors pull the sunlight to the larger mirror Link can step 
down and reflect the light onto the sun. The platform will descend to the 
second floor. Reflect the sun’s rays on the statue's face. It will crumble 
revealing a hidden doorway. Longshot across to the Boss chamber. 
Before you battle the twin witches you will defeat yet another Iron 
Knuckle. You know what to do. 
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usually take her shot at Link. Use the Mirror Shield to reflect their juice. Try to have both in the same area when you go for a hit. 
Z Target the one you'd like to hit, but keep an eye on the one shooting the magic. That is, if you would like to hit the Koume, tar- 
get her but be more watchful of her sister. After a severe beating the two sisters will transform into one. Now the pattern 
changes. Link will have to absorb three shots of the same magic. That is, three ice shots or three fire blasts. The third consecutive 
shot of a specific magic will overload the shield causing it to let loose with the magic. Be sure to strike Twinrova with the blast. 
She will become dizzy and fall to the pedestal below. Longshot over to the witch and her with your sword. Repeat until they kick 
the bucket. 


I WINROVA The twin sisters are invulnerable to their own magic but extremely susceptible to their 
a a i si cy 
counterparts brew. The two will fly around the arena like bats out of hell. Each one will 


You've made it to the last portion of your quest. Ganon’s Castle is the only thing standing between 
Link and the evil wizard. This will test every skill Link has learned up to this point. There are six 
areas 
within the 
castle. 
Each one 
represents 
one of the 
six sages. 
You'll 
need their 
help to 
undo the 
binding 
force. 
Only 
when the 
force has 
been broken can you face Ganondorf. If 
you ever need anything or become weary 
from battle a secret shop full of business 
shrubs and fairies is located on the lower 
floor. Use the Lens of Truth to find it. 
Going in a counter-clockwise manner 
begin from he door to the right of the 
entrance. This area represents Forest. 
Defeat the Wolfos then light all the unlit 
torches. Equip the Hover Boots as you'll 
need them to float around the platforms 
that follow. Use the fans to your advan- 
tage as you pick up the silver rupees with- 
in. Take out the Beamos before you 
attempt to get anything done. Use a Light 
Arrow on the Forest Barrier to speak with 
Saria. 

Enter the door to the right. This is the 
Water Barrier. Kill all the Freezzards in the 
room then 
use the Blue Flame on the red ice to exit. Link completed an ice 
block puzzle like this before. The only difference here is that you 
have a time limit. When you've done it use another Light Arrow 
on the Water Barrier. 

After the Water Barrier is the Shadow Barrier. This is one of the 
more challenging areas. Link will have to hit a far away torch with 
a fire arrow to create a temporary walkway. When you reach the 
platform with the Like Like you'll have to hit the same torch to 
create another walkway to a switch. This switch will give access to 
the chest holding the Gold Gauntlets. When you've gotten the 
Gold Gauntlet head over to the Barrier room. Shoot a Light Arrow 
through the barrier just like before. 

You be used to collecting silver rupees by now. In this area it is 
necessary to collect five rupees to advance. The Gold Gauntlets 
will come in handy against the enormous block. Link will lift it up 
and toss it back. Now you can use it to get the last rupee. Go into 
the Barrier room and speak with your brother, Darunia. 


Use the powerful Gold Gauntlets 
against the obstacle stopping 
you from the Light Barrier. The 
Lens of Truth will show Link 
what his eyes cannot see. 
Defeat all the enemies here to 
earn a key. When you come to 
the Triforce logo play Zelda’s 

k Lullaby to earn yet another Key. 
The last room is the most confusing. Use the Lens of Truth to see beyond this room. When you 
have released the Light Barrier it’s time for the final task, the Spirit Barrier. 
As you enter the room filled with traps and Armos collect all the silver rupees. Flip the nearest 
switch with your sword in the next room. Collect the Bombchus and use one to hit the far switch. 
Get rid of the spider webs with a Fire Arrow then use the Mirror Shield to reflect the sun. When 
the last barrier has been broken you can enter the main tower. There should be nothing surpris- 
ing as you battle your way up to Ganon. Every enemy you will fight you've already beaten a 
hundred times over. 


G ANON Position yourself as shown when the battle begins. Equip the weapons as shown-have the Hover Boots 
equipped. You won't be moving much. Ganon will throw magical bolts at Link. Reflect them back with 
your sword like you did in the Forest Temple. A volley will ensue; after time Ganon will take the hit, unless you mess up first. 
When he is recovering from the hit quickly strike him with a Light Arrow, only this car pierce his dark soul. Now run across the 
small hole and slash at Ganon as much as you can in the short time given to you. Run back to your previous position and repeat 
this pattern. Sometimes Ganon will create what looks like a black hole. When he does this he'll send more than one bolt at you. 
The spinning slash will send them all back with twice the force. If you run out of magic or need health and arrows the floor 
below with all the pots has what you need. You will have to climb up the central spire if you fall. 

It’s not over when it’s over. After Ganon lies helpless, or not so helpless, Zelda and Link must escape. You have 3 minutes to make 
it out of the crumbling tower. Keep ahead of Zelda and she will follow. When she is captured by a wall of fire kill the two Stalfos 
to free her. When you've escaped you're not completely out of the clear. Link will have one last battle with Ganondorf, who has 
now changed into Ganon by the power of the Triforce. This final incarnation is the monster we know. And now we learn how it 
came to be. If you need any items lure Ganon towards the rumble. He'll destroy anything in the way of Link. You can collect 
whatever flies out. To defeat Ganon one last time fire Light Arrows directly at his head. If he doesn’t block you can roll beneath 
his legs and strike his tail with the Biggoron Sword or the Megaton Hammer. Both work well. Ganon has two swings that can do 
some serious damage if not avoided. Ganon’s attacks and movements will speed up after sustaining some damage. Keep the 
same rhythm but concentrate on his tail. The battle is close to over when you are permitted to pick up the Master Sword. The 
final strike can only be accomplished with the Master Sword. Even the Biggoron Sword is no match for Ganon’s evil heart. 
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